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绍，并对相关流程进行了分析。系统设计采用 SSH 框架，前台主体部分使用 Flash 
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Abstract 
With the development and innovation of digital media technology, especially the 
development and perfection of the Internet, new creatives and new technologies 
provide a solid foundation for the upgrade of art education management. There is a 
natural defect of the traditional mode of art education, teaching efficiency is not high 
enough to meet the demands of the development of art education nowadays. Therefore, 
it is an important way to make the limited teaching time more effectively by making 
full use of the digital media technology. 
This paper introduces the design and realization of the art teaching aid system. 
The main structure and process of the system are introduced and analyzed in detail as 
well. The system is designed based on SSH framework, the main part of the front-end 
is developed base on Flash ActionScript 3 technology while database use mysql, and 
the communication between front-end and back-end is completed through 
Actionscript3.0+J2EE programming. The system uses multi-layer structure in the 
design while the development follows the J2EE standard technical specifications, and 
its function modules including the player module, movieeditor module, back-end 
management module and actionlibrary module are developed which is proved to meet 
the design targets through the targeted sandbox testing. Therefore, it’s advanced and 
forward-looking in the selection of platform and technology. 
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论文总共划分为 7 个章节，组织结构如下： 
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功能性以及非功能性的需求分析； 
































互联网和数字媒体拓扑关系，在图 2.1 中详细描述： 
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